[5E][Race] Helmed Horror 


Thought it would be cool to try out a Helmed Horror race. The traits are lifted directly 
from the Monster Manual, but | worry this makes them strongly, strongly imbalanced. The 
trade-off is the ability to communicate well with the ability to tank damage, which | feel 
isn't a fair trade. Feel free to discuss. First draft, after all. 

HELMED HORRORS 

Crafted from a suit of demonic armour, you only have one purpose: to complete the 
mission that gave you life. 


ATTRIBUTES 


Unbreakable Devotion 

Whether this mission is a directive from a vengeful god, a thoughtless order of a demon 
too concerned with its affairs to check up on you, or the whims of a necromancer long 
blown to ash by time, you will find a way to satisfy the terms of your immortal bond. The 


mission will be completed. 

Agency of Thought 

You understand perfectly well the intention of your orders and the desired outcome of 
carrying them out. You are smart, you are determined, and you are creative. You'll find a 
way to make it work if it takes you a thousand years. 

Trust and Independence 

Your master trusts you to carry out the mission on your own terms. He will find no reason 
to check up on you; if you are delayed, anyone would be delayed. If you are killed, there is 


no one who would have survived. Few Helmed Horrors abuse this implicit trust, as the 
approval of their master is valued above all else in the world. More than gold, more than 
honour, more than life. 


TRAITS 


Helmed Horrors are large, heavy, emotionless machines, with billowing red smoke 
escaping from between the cracks of their plate armour. They begin their life 
homogeneous in build and personality, but as their mission drags on, they tend to adopt a 
more personal styling often inspired by their master's tastes. 

Age 

Helmed Horrors are unaffected by the passage of time. Most don't live to see their first 
birthday, but this is only due to their effectiveness at their job. A Helmed Horror will die 
when it has completed its mission. 

Alignment 

Helmed Horrors are neutral. They do not understand the concept of laws, or even of good 
and evil. 

Size 

Helmed Horrors range from 6 feet to 8 feet tall, depending on the size of the armour. They 
are medium-sized. 

Speed 

A Helmed Horror has a land speed of 30 feet and a flying speed of 30 feet due to 
the—often conflicting—arcane forces that power it. 

Languages 


A Helmed Horror understands the languages of its creator but can't speak. When picking 
a master, copy its known languages onto the Helmed Horror. 

Constructed Nature 

Helmed Horrors do not eat. They do not sleep. They do not breathe. They do not tire. A 
Helmed Horror, instead of sleeping, will enter a trance-like state for 4 hours. It is aware of 
its surroundings while in a trance. 

Determinator 

Not to be swayed from their task, Helmed Horrors are immune to being blinded, charmed, 
deafened, frightened, paralyzed, petrified, poisoned, and stunned, and the effects of 
exhaustion. 

Master's Favour 

Due to the miasma of magical schools necessary to create such a being, Helmed Horrors 
are extremely protected against assault. They are immune to force, necrotic, and poison 
damage, and are resistant to bludgeoning, piercing, and slashing damage from 
non-magical weapons that aren't adamantine. They are also immune to three spells 
chosen by their master (typically fireball, heat metal, and lightning bolt). 

Blind Sight 

The Helmed Horror cannot make sensory or perception checks beyond 60 ft. That is the 
absolute edge of its vision and hearing. However, Helmed Horrors can "see" in total 
darkness and are proficient in Perception. 

Narrow Devotion 

Helmed Horrors may only take a first level in a class that is proficient with heavy armour 
and they will always wear plate armour, regardless of the equipment provided. Once 
proficient, they may multiclass into any class they feel is necessary to complete their 
mission. It is impossible to remove the plate armour. 


ALTERNATE POSSIBILITIES 


Ability Score Increase 

Your Strength score increases by 2. 

Living Armour 

When Helmed Horrors regain hit points as per their class's hit dice, they are actually 
mending their armour. Therefore, the mending cantrip, when casted on a Helmed Horror, 
heals 1 hit point. 


